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THE GOLDEN GUN 


I type this with bleary eyes and a mind full of attack strategies. That's 
what a few days on the trot of playing Destiny to the small hours of the 
morning will do to you. Bungie's sci-fi fantasy shared-world shooter has 
finally arrived and the whole team's been forging their legend across the 
digital galaxy. Me? I'm just trying to perfect my Warlock's glide to stop 
slamming face-first into ledge edges. I'm looking less a badass, more just 
an ass, full stop, 

You can witness some of the hilarity as GRTV's Nick Holmberg pulls me 
‘out of the firefight) with his cape-wearing Hunter on one of the replays of 
‘Gamereactor Live, our two-hour live stream that airs three times a week 
and can be watched live from your desktop, mobile or Smart TV. (Yes, 
that is a blatant plug, but it's worth firing up our Destiny Launch Special 
just to see me make a tit of myselt:) 

I can laugh it off because Nick's a much better player than me in the 
first-person shooter genre. Our GRTV Editor and GR Live host managed 
to pick up Halo 4 for the first time during a reveal event and come out on 
top of the leaderboard with a score that was so ahead of the rest of us it 
was plain embarrassing. More so that the only time he'd ever tried Halo 
was the ten minutes of that match. He cemented his status as a cocky so 
and so when he put the controller down after and simply stated: “!'m not 
really feeling it" and wandered off to have a burger. 

Decidedly different from downing angry aliens is Life is Strange, the 
new story-driven adventure from Remember Me creators Dontnod, At a 
time when studios are struggling to meet demands of publishers for a 
big-seller that caters to the masses (and includes big guns and even 
bigger explosions) their game really 
feels like something fresh, and the 
4 subject matter could be startling. 

New ventures are worth the gamble, 
and | really hope it pays off for 
them, You can read all about the 
title in this issue. 
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CONNECTED 


‘We get the first look at the 
‘new Resident Evil and 30S, 
‘model, and go behind the 
scenes of the next Silent Hil 


LIFE LESS ORDINARY 

Dontnod's coming-of-age tale wowed us when it was revealed fast ‘The talented atists over at 
month. We caught up with the creators to discuss the concept CD Projet offer an exclusive 
behind the episodic serios and how the team went from the sisi insight into unseen art for the 


‘action of Remember Me toa story-driven teen drama, 


‘upcoming Witcher 3, 
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DEVELOPER STORIES 


Wasteland 2's Brian Fargo 
drops in to talk seling garmes, 
ducking out ofthe Olympics 
and the sins of publishers. 


COMING SOON REVIEWS 

This month's round-up of upcoming tiles may be our most Destiny rated, Wasteland 2 
diverse yet, covering a it does terified teenagers, time-stopping ‘conquered, The Sims take a 
average joes, a combat Yoshi, sword-wielding wraiths, war-weary beating and the best Final 


Spartans, undead fighters, escaping convicts and life-like cars, Fantasy tunes get played, 


Editor in Chief Gilen MoAlister Head Ofice Gamereactor, Toftebacksve 6 Gameraactors nc esponsibie for ungoed mati ‘Gamereactor international i: 
\epxodition in whole orin part without ps ‘tt Rajla, Kino Pukka, Mika Srvar, Matt otal, Loo 
isomeric #2600 Reopens nce benmr't prohibited. You're welcome to quote us, but always make ——_“antala, Earik Raj, Leo West, Rasmus Lund-Hanean, Thomas 


Associate Editor Bengt Lemne Online www.gamereactor.co.uk 
(bengtlemne@gamereactoreu) Subscriptions www.gamereactor.co.uk 
‘Staff Writer Mike Holmes. Circulation 80 000 copies 
(mikeholmes@gamereactoreu) Periodicity 8 issues per year 

‘Art Editor Petter Hegevall Press Stibo Graphics Danmark 

Mag Design Lars Ole Riis Paper Brite Matt, 709 

‘Web Editor Emil Hall Distribution Pan Nordic Logistics 


‘sure you credit the source, 


Gamereactorco.uk is part of the Gamereactor video 
‘games new network, the biggest in Northern Europe and 


Bichfelat, Sebastian R. Sorensen, Magnus Groth-Andersen, Jonas 
Damolt, Christin Gaca, Martin Eiser Ingo Doliger Petter Hogeval, 


Gamereactoris a fre magazine published by six editorial David Moschini, Kalle Max Hofmann, Gillen McAlister, Bengt 
‘offices in United Kingdom, Dernark, Finland, Germany, Lomne 
Nomway and Sweden. Gamereactor is aval 

‘tales around the country and is issued with a 
periodicity often issues per year 


ike Holmes, Lasse Jakobson, Kenneth Gant, Kim Bak, 
st multiple Kim Olsen, Leif Persson, Bat Erk Sandnes, Nick Holmberg, 
Hair Halldérsson, Emil Ostergaard, Lasse Brondal, Kristian 
‘Nymoen, Tor Enk Dahl, Morten Baskkelund, Ingar Takanobu Hauge, 
Fobin Hoyland, Line Fauchald, Nicolas Pothmann, David Caballero, 
Raine Laaksonen, Annakalsa Kulina, Jot Virtanen, Jonas Mak, 


GRTV Editor Nick Holmberg ‘Marketing Morten Reichel 
Hardware Editor Henrik Persson 


‘Ads info@ilikemedia.co.uk 


altracting a global audience. You'l find the latast rows 
and reviews, as well as previews, features and interviews 
{rom around the industry, Its also the home of GRTY, our 
professional HD-quallty video section offering tales, 
‘gameplay and Video interviews. Gamereactor’s on iPad, 
‘mobile and Smart TY, but sadly not on Mars. Yot. 


Gamereactor is issued by Gamez Publishing A/S 


Solfnn Hughes, 
Social 

Facebook www.facebook.com/Gamereactor 
‘Twitter www.twitter.com/GamereactorUK 


YouTube www.youtube.com/user/gamereactorTV 
RSS Feed www.gamereactoreu/rss 


) <n 
0.0 
‘.. O 
O 


NEW NINTENDO 3DS 
TO LAUNCH IN 2015 


Upgraded model with second analog, improved 3D hits UK next year. 


give the game away totally, but even a tease of what's to come drums up the 

sense of expectation. Nintendo Direct, the Japanese giant's ongoing series of 
pre-recorded video presentations, has in the past done exactly that: teased ahead of 
time. Yet there was nothing to suggest that the latest show, specifically for Japanese 
audiences, would suddenly drop a brand new 3DS model on the world, 

While the announcement came as a shock, especially given it was in the weeks 
prior to Tokyo Game Show, rather than at the event, the move itself wasn't. Nintendo 
have never been shy about launching new models of their most popular gaming 
devices and this year (and next year in the UK) Nintendo 3DS is getting a major 
upgrade as the New 3DS and New 3DS XL launch, 

‘The original Nintendo 3DS was released in 2011, with the larger XL version following 
the next year and the Nintendo 2DS last year. But whereas 2DS removed some 
functionality and provided a simpler, stripped down version, the New 3DS does the 
‘opposite. It adds native support for Amiibo characters (older versions will have this 
functionality via an adaptor), a second analog pad (one that’s tiny - try and spot it 
above the console's face buttons), additional shoulder buttons, improved battery life, 


> Companies usually signpost surprises in this industry. They don't have to 


improved 3D visuals (the camera will track your face to 
allow for 3D gaming at more angles), add to that a CPU 
with more power and it's clear we're talking about a 
massive upgrade. The extra power is said to improve both 
download speeds and graphical output. 

While these adcitions had us excited, we are left curious 
about the usefulness of the small analog nub above the 
face buttons, Perhaps it hasn't been designed to be used 
a8 a normal second analog, and meant more as an 
auxiliary feature. We're also curious as how to best hold 
the device to make the most out of the new shoulder 
buttons. What it does offer, however, are more options for 
developers for future games. 

The improved 3D function is very welcome as any 
movement would take you out of the 3D experience with 
the previous model, Exactly how the camera's face 
tracking tech will work remains to be seen, but it's good to 
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Out now (in Japan) 
The ‘Nev Nintendo 30S is 
launching first in Japan on 
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THE NEW ADDITIONS MAKE YOU WONDER IF OLDER MODELS WILL BECOME OUTDATED 


see Nintendo looking for a solution, As for Amiibos, Nintendo's own answer to 
Skylanders, lite has been confirmed about what kind of features 3DS owners can 
‘expect and so far, Super Smash Bros. is the only 3DS title that's confirmed to be 
compatible, Of course, we fully expect a batch of Pokémons to launch as Amiibos 
at some point next year. 

Both the New 3DS and the New 3DS XL are slightly larger than their respective 
predecessors, and the New 3DS features a slightly larger screen and the new XL 
model weighs a little less. The old SD card slot is replaced by a Micro SD card slot 
and there is no longer a physical wireless switch (you toggle this on and off in the 
system menu). 

A purely superficial new feature of the updated handheld are replaceable skins. 
Something of a throwback feature that reminds us of our old mobiles and those 


early days with Xbox 360, you will be able to buy various plastic 
skins for your New 3DS, though the range you can see along the top 
of the opposite page have been created for the Japanese launch, so 
‘we're unsure as to what designs we'll get over here. 

Given the large number of new input options you have to question 
whether developers can truly take advantage of them without leaving 
‘owners af the original machines behind. The first New 3DS-only title 
has been confirmed as Xenoblade Chronicles (a port of 2011's Wi 
exclusive), but so far that's the only one that has been announced, 


content exclusivity deal tor 


BIOWARE’S NEW. 
TITLE ANNOUNCED 


and i's not the new Mass Effect. Instead, i 
isa 4v1 RPG entitled Shadow Realms that's 
clusive to PC. Gameplay is inspired by the 
ld tabletop RPGs as one person plays the 
part of ‘dungeon master’ as they try and fend 
off an incursion by four heroes by controlling 
various beasts. It the latest ttle in a new and 
rapidly growing 4v1 sub-genre, which has 
been a big focus this year, including the likes 
of Evolve and Fable Legends. 


ROBIN WILLIAMS 
WoW TRIBUTE 


‘The passing of comedian Robin Williams last 
month hit us hard, not just having grown up 
with his stand-up and film work, but because 
wwe also knew he was as big a gamer as the 
rest of us (his daughter Zelda was named 
after the Nintendo series) and he spent many 
hours in World of Warcraft. While his death is 
sad, Blizard paid a fiting WoW tribute: an 
island that along with many items referencing 
his career, included a very familar genie. 
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TOMB RAIDER 
XBOX EXCLUSIVE? 


Timed DLC exclusives are the only incentive 
either Microsoft or Sony have managed to 
secure from third-parties in recent years, so it 
‘was a surprise when Microsoft announced at 
Gamesoom that Rise of the Tomb Raider, 
sequel to the well-received reboot, would be 
Xbox One-only ‘on release in holiday 2015' 
The phrasing suggests a PSA version will be 
out sometime, but the move gained a lot of 
negative reaction from franchise fans. 


with a mock online fragrance ad. 


PS4 HITS 
ONE MILLION 


‘The PlayStation 4 has been doing really well 
since its launch last year and it has now 
surpassed the one million unit mark in the 
UK, becoming the second fastest console to 
do so, PS4 managed to achieve this feat in 
just 42 weeks where the fastest selling 
console, Wii, managed to reach the same 
mark in 98 weeks. t's four weeks faster than 
P83 (46 weeks), and a lot quicker than PS2 
(50 weeks) and Xbox 360 (60 weeks). 


AMAZON FIRE TV Amazon has announced that thelr console, Fire TV, will be officially released In the UK this month. tt will be priced £79 and you can pre-order one already on amazon.co.uk. 


THINGS ABOUT... 


Play the numbers, 
game with the 
latest news 


@ SHOCK DROP 


Hideo Kojima was on hand at the Sony 
press conference during Gamescom to 
showcase a new Metal Gear Solid clip, 
Directly after MGSV wrapped, an odd 
‘reactions’ teaser trailer aired, showing 
terrified gamers playing a game entitled 
simply as PT. and we were directed to 
download the game from PSN and 
experience it ourselves from PSN. The 
developer was listed as 7780s Studios, 


@ GAMING CINEMA 


PI, or Playable Teaser, as we found 
‘out was a demo of a new collaboration 
between Kojima and Pan's Labyrinth 
director Guillermo del Toro entitled 
Silent Hills, obviously a continuation or 
reinvention of Konami classic horror 
series. I's not del Toro's first entry into 
‘gaming. He had been working on the 
ilHfated Insane, which was cancelled by 
publisher THO before they went under. 


P.T. AND SILENT HILLS 


Kojima turned a new Silent Hill announcement into a 
event that stumped the gaming world at Gamescom 


@ SCARY ONE MILLION 


‘Those that downloaded it -and in the 
two weeks after Sony's conference, that 
‘number hit over one milion - found the 
game to be a first-person horror ttle. 
‘The game was seemingly short, as you 
explored a single corridor in an empty 
house, But players soon discovered the 
game ‘cycled’, introducing new items, 
puzzles and frights as you repeated 
your walk over and over 


@ FAMILIAR FACES 


Kojima and del Toro's names on the 
closing cinematic really raised a few 
eyebrows, but we also got a proper 
colimpse at our character in the game. 
‘Anyone who has been watching The 
Walking Dead TV series would have 
spotted a familar face: actor Norman 
Reedus, who'll be lending his voice 
talents - and face - to the proper game, 
Whenever it arrives. 


@ PANDORA'S BOX 


The game ended up being dissected by 
online communities, as players came 
‘together to solve the obtuse puzzles. 
This was the intention of Ps creator, 
though even he was surprised the 
game was solved a day after release 
rather than the weeks he had intended. 
‘The end cinematic revealed PT, the 
work of Hideo Kojima, and was an 
interactive reveal of a new Silent Hil 


@ PS4 EXCLUSIVE? 


‘We know the game will be developed 
cn the FOX Engine, which also powers 
Metal Gear Solid V. However, release 
date and formats are unknown. That 
the teaser was a PS4 exclusive may not 
‘mean that this exclusivity extends to 
the actual game. Itis, however, an 
indication that Silent Hills has some 
sort of backing from Sony. We await 
‘more information on the project. 


BUNDLES 
OF XBOX 
JOY DUE 


New hardware packs for 
Xbox One this autumn. 


Microsoft are launching a trio of 
new Xbox One bundles this autumn to 
tie in with the newest titles heading to 
the console in the coming months. 

The first bundle is launching on 
September 25 and sees the console 
bundled with a controller, a headset, 
FIFA 15 and a FUT Gold pack, It will 
retail at £349.99. 

Secondly, in October 31 the white 
Xbox One finally arrives as part of the 
Sunset Overdrive bundle. Your joypad 
will - naturally - also be white, and in 
addition to the game you'll get "Day 
One" digital bonus items. The white 
Sunset Overdrive bundle will set you 
back £399.99, 

Finally there's the Call of Duty: 
Advanced Warfare bundle with a 
special design for both console and 
controller. It comes with the Day Zero 
edition of the game, and a 1TB hard 
drive (obviously Activision are going to 
go hard on post-launch DLC). This 
limited edition console will be 
available from November 3 with a 
recommended price tag of £429.99. 
‘The trend of bundling consoles with 
digital versions of the games rather 
than physical disc copies continues 
with all three of these bundles, 

None of these bundles include 
Kinect, but early in October the 
camera sensor will finally be made 
available as a standalone device, 
bundled with Dance Central Spotlight, 
for £129.99. 


DARK SOULS DARTH — Anew mod (PC onl 
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ROME Il TITANFALL 
The latest DLC expansion has just The Titan 
landed for Cr the latest 
Total War: Rome II, The ‘Imperator to 
\ugustus' Campaign Pack new v8 playlist, Pilot Skirmish, i 
includes a new campaign map, just that, a skirmish for pilots only 
alongside a host of upda Titans omitted 


pawn's sci-fi sl 


(60, not only 


base game, These improver there's no Al characters in there 

and additions will come online at either). Another n larked for 

the same time ast! 32 of the Death, has also been made a 

Emperor's Edition ame permanent ficture via this latest 
h wil hit retail this month, Update for 


YOUR DLC UPDATE 


The latest in digital downloadable goodness this month 


‘The PlayStation-exclusive action-adventure series, Infamous, has returned. Well, in SNIPER ELITE 3 DEAD OR ALIVE 
the form of a new standalone expansion which is out now on PSA. First Light gives 


DLC packs for Dead 
players the opportunity to return to Second Son's Seattle setting and play the origins te to land 


The nazi headshot simulator 


otherwise known as Sniper Ete 3 continue to land, with 

story of Abigail "Fetch" Walker, a character who appeared in the main adventure that was fas bomn adap esis) vee ot he Wet ok-meg covten 
released in March of this year. content since it was rleasad Fre forte fighter this time featuring 

The new standalone expansion launched at the tail-end of August both as a digital ‘muttipla d paid-for housemaid-themed costumes for 
release, and at retall via a boxed edition. On top of a story that'll see Fetch unravel her own ni ow been maracas (he 
past and develop her superhuman powers to become a trained killer before escaping a ae A pie ptharle a - a ee 
maximum security prison, players will also got their hands on the Conduit Training Room, dca which elke AGUA sion arson 
Here players wil be able to practice their skills and post high scores, if that's their thing. (yes, You guessed i) saving the game - Last Round 


Winston Churchil recently announced 
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SAID 
WHAT? 


A CULTURED GUIDE TO GAMING TERMINOLOGY 


— 
HEALTH BAR DUAL WIELD NERF CONTINUE 
Health is usually a finite resource Sometimes in the heat of battle Achiever area There are times W lopers fou died, Game Over. The End. But 
that governs how long the player metagam duced misjudge the attributes assigned to is that it? Thanks to the Continue 
will survive in ary given situation, ith the la ation, ‘a weapon or ability, handing creen, that may not be the 
Low health has recently been given dlual-wielding comes very much in by player arded for players over-powered options that and players are often able to 
additional on-screen indicators via handy. When presented with thi -ompleting certain in-garm unbalance a game. Often these return, Introduced to arcades 
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e's dedication to the cause, re 


Rooksteady's final entry Into the Arkham serles finally has a date. Batman: Arkham Knight will r originally due out next month. 


‘Southbank Centre in London w vent 
dedicated solely to video game mu la ne of the 


D.ILC.E EUROPE 2014 23-24septemcer industy’s top composers, Check out gamemusicconnect2014 com 


for more information and ticket 
ting of Battle 
Innovate, Communicate and Entertain 
by industry figures, organised 


tt, is a multi-day ran 
& Sciences, Last yea’s fon 


TOKYO GAME SHOW 1#+21seprenoen fod Ukwar wale Twn th tum, Expect om 


The lst big trade event ofthe industry calendar has gradualy Glesieaned Wecchuokdcouonenicie. DRIVECLUB ‘tooctoser 


diminished in importance over the last few years, as both E3 and Would-be launch tile for PS4 finally pulls up to retail stores nearly a 
Gamesoom have come to domina 1s Wester dev year later. Whatever reasons they had for the delay i's great to see 
and tes headlined the last two generations of cons while the console get a dedicated first-party racing game. I's looking 
there may be litle more than a repeat of the revealed highlight incredible - hopefully it handles just as well 


Not aim 


developers, but the Design, 
umm, to give it its full 


proceedi 


during the previous two shows, more presence and time will be 
tiven to those home-grown titles that have become less mainstream 
and more riche success in the West. There may be some surprist 

instore, and as ever we'll be reporting from the show as it happens, 


'o check out gamereactor.co.uk for updates and news 


THE BEST OF THE MONTH AHEAD 


Keeping you up to date with the biggest events 


ALIEN: ISOLATION 7ectoseR 


Creative Assembly's low-fi soi survival horror finaly emerges fully 
after tasing us with short gameplay slices over the last six months 
Look fo afl review on gamereactor.co.uk the day before the game 
hits retail on PC, PS3, PS4, Xbox 360 and Xbox One, 


ering the rlaase of ts latest ati 
anc abn aah ba’ ly ina 

based fighting tte The ie wil release for Before Pet 

handheld with tha ta iting etal first with The Batt of the Five Aries in cinemas, Menolth is ging 

andthe home console coming lator this year. A huge character usa glimpse of what happens next in Shadow af Mordor, the 

rote, evra ub-modes and online pay means the 90S catdge adventure that serves asa bridge between The Hobbit 

‘will be rammed with content, but will it work on the smaller screen? and Lord of the Rings trik Pick it up on PC, PS4, and Xbox 

(ne (wth PS3 and Xbox 30 vrsions due in November 


a SHADOW OF MORDOR ‘*0crosen 


the 
player comp 
both Wii U and the 3 


Jackson signs off from Micdle-earth this winter 


THEEVIL WITHIN |170croser 


oot root action-RPG gets one last hurah by way of 2K Australia. The studios taking suri 
ation 3 and Xbox 360 (sory, 
joonic robot, Captrap, finally ply: 


al horror with an ol 
Shinji Mikami, We've been c 
PC, PS3, PS4, Xbox 360 a 


RESIDENT EVIL RETURNS 


Revelations 2 to be four-part episodic story starring Claire Redfield. 


Resident Evi: Revelations 2 will star Claire Redfield and Moira Burton, daughter of the original Resident Evil's Barry. Claire 
(who's more combat-orientated) and Moira (who acts as support) will be facing off against a new enemy type - the Afflicted - 
and while these new adversaries will look like zombies, they're supposedly something new to the series. The campaign takes 
place in the gap between Resident Evil 5 and Resident Evil 6, and it's to be set on an abandoned island detention facility. The 
‘sequel wil focus more on survival horror than action, and it'l also be playable in bath single-player and co-op. The new title, will 
release next year on PC, PS3, PS4, Xbox 360 and Xbox One, and will release as four episodes, one every week for a month, 
and afterwards a boxed retail version. including all episodes and bonus content, will be released in stores. 


YOUR, 


GENRE THIS MONTH: FOOTBALL MANAGEMENT 
Histon 
CHAMPIONSHIP 

FOOTBALL MANAGER PLAYER MANAGER MANAGER ULTIMATE SOCCER 
First released 1982 First released: 1990 First released: 1992 First released: 1995 
~~ =~ Not al iting name 4 T= This hybrid game onship It mightn't have as 
SEG? oan octimoa 2 er come Feucedin ESSERE rons sth 
eS) Football Manager did playing career with but itwa other franchises out 
Me its part esicbisna AB tat of managing a quel thatthe ier, but We really 
genre that finds itself fir mn top of lower league club, The game also had s really reached new heights. It enjoyed the series (fond memories of 
the annual PC shart ar after me success on console and offered brought a nes | of excitement to USM '98) as it ap ne of 
year. Created by Toms, the a slightly different angle on the management games fe rious challe Min the: 


original FM series sold more than a From a gameplay per Eventually the series spun off wit fate 90's, The game was developed by 
milion up until 1992 on a muttitude Shared a lot Kick-Off that d leagues, and current holder of Impressions Games who also created 
ms including Amiga, C-64 rated by Dino Dini and it spawned the license (Square Enix) still release both the Caesar and Lords of the 


um. Several sequel neve entries on mot Realm game: 


LIKE A GAT 
OUT OF HELL 


We knew more Saints Ro 
incoming, and as it tums out the 
team over at Volition are taking 
the "standalone expansion” route 
tially providing us with a 
new, smaller campaign using the 
foundation of Saints Row IV to 
keep us busy until they're 
finished with the inevitable Saints 
Row V. Saints Row IV: Gat Out of 
Hell sees the fan favourite Johnny 
Gat take a trip to hell. Expect 
hilarity to ensue. 

In addition to Gat Out of Hell 
an updated Saints Row IV: Re 
Elected will launch on PS4 and 
Xbox One on the same day 
containing all the previously 
released DLC. Hats off to Volition 
who managed to once again 
prove that the concept could be 
taken to even stranger territory, 
Standalone expansions is a recent 
trend on col ith Infamous 
First Light and Assass 
Freedom Cry springing to mind. 
Gat Out of Hell launches on PC, 
PS3, PS4, Xbox 360 and Xbox 
One on January 30, 


's Creed: 


FOOTBALL MANAGER 


First released: 2014 


rts Interactive 
broke free from then 
publisher Eidos the 

Jost the CM license, 

Instead they and new publisher Sega 
managed to secure the old, dormant 
Football Manager license and thus the 
heritage of two of the most heralded 
pall management titles co 
her. It meant that FM holds the 
crown for the 


led thelr newest mobile In two verslor screen and the IPhone 6 Plus with a 


HONE 6 ANNOUNCED Appl 


Inch screen. Both are out now. 


POCKET 
GAMING 
THIS MONTH 


A thumb through the titles that are 
trying to hog your mobile screens. 


We're seeing more ports of console titles to mobile. Some, 
like a touch screen-enabled version of BioShock, will swallow 
your mobile's memory and give you a different, not wholly 

pleasant version of its big screen brother as controls don't live up 

to the premise, But then there are games like Vallant Hearts: The 

Groat War, a superb story-driven puzzle platformer that fects just 

at home on your mobile device as it does on bigger consoles. 

This is due to a great implementation of the touch functions, 

making moving your character and interacting with objects as 

simple and stress-free as possible. 

If you haven't played it, i's an emotionally-stiring interactive 
epitaph to the First World War, letting you play from multiple 
perspectives that gradually interweave over the course of a year 
in mainland Europe. Unlike other games that deal with the events 
of the 40s, the focus isn't on shooting, but surviving the conflict 
and following the stoties of soldiers and doctors as they bare 
witness to frontline sacrifices and cities being destroyed. Horrific 
subject matter, but the developers at Ubisoft Montpellier use the 
UbiArt Framework engine that powered Rayman Origins to create 
acartoonish but no less evocative representation of war. The full 
four chapter game is available for £5.99 on Apple's App Store. 


BATTLERIDERS 


10S PRICE: E149 


Pure arcade racing has died a death 
‘on home console as developers 
towards the easy sell of realism, s0 it 
is greatto see the genre grow on the 
mobile scene, Battleriders includes a 
lot of weapons and explosions, as well 
as a multitude of courses to race your 
Al opponents on. While the studio 
behind the game are small, the use of 
the Unity engine means it ll stil ooks 
rather magnificent regardless. Well 
worth a look 


edge 


LUMO DELIVERIES: 


10S PRICE: FREE 


lft weren't for the beautiful art style 
of the game, Lumo Deliveries would 
be the weakest ttle in this month's 
collection of mobile titles. I's a short 
freemium tile that has you delivering 
ood... then waiting forthe next pick 
up. The developer stresses there's no 
payment walls in the game, but there 
will be new updates arriving in the 
rear future that'll expand the game 
further, Put this one down as a curio 
for the moment. 


THE YODA CHRONICLES 


ANDROID/ IOS PRICE: FREE 


It's another entry of the Lego Star 
Wars series on mobil, and another 
game that's dabbling with the free to 
nload model. The ttl is less a 
tryin the ever-expanding list of 


vie tie-ins and more a collection 
of mini-games that last only a few 
‘minutes each, Whether you want to fly 


(do not expect a new Rogue Squadron 
here), run around or do some simple 
platforming, you have the chanoe right 
here, And hey, fre. 


ETHERLORDS 


ANDROID/IOS PRICE: FREE 


Etherlords is your turn-based fantasy 
RPG with a wealth of characters to 
tinker with and take charge of over the 
course of the game, As 
‘games in this genre, Etherlords does 
benefit from the touch controls, with a 
stylised and beautiful interface builtin 
to service any need you have while 
battling it out. The title's also free to 
download, but on the flipside of not 
using your wallet to enjoy the 

experience, expecta lot of grinding 


GUNSPELL 


ANDROID/IOS PRICE: FREE 


Gunspel sts happily in the Puzzle 
Quest sub-genre that’s captivated 
mobile gamers for age 
turn-based fantasy battle 
which you try and defeat 
using tile match-ups. Even though it is 
a free game, and we've yet to come 
across a point in which we needed to 
y to survive harder bates, we have 
sunk in money to support the dey, 
because we've been seriously hooked 
‘on the game all month, 
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DEVELOPER 
STORIES 


Choosing games over the Olympics and giving BioWare their first 
break: the life and times of InXile’s Brian Fargo. 


With Wasteland 2 finally coming out, how does 
it feel to reach the finishing line? 


We're in a good place, We fee! good, everyone in 
the company’s very high on things. I'm always 
naturally a little paranoid, I'm always worried. That's 
my job as CEO, 


It's like, when I'm making the game, the people that 
have backed it, they're having a great time. And I'm 
saying to my guys: “what's the thing that could ruin it? 
What's the one thing that could ruin the whole 
experience?” Because you've had games before that 
have been great, “but the framerate is horrible”. | 
haven't had an elated moment because we haven't 
shipped yet. For me, I'm always worrying about 
everything all the time. It's how I'm wired. 


My elation moments came during the crowdfunding 
campaign. Probably the high water mark of my career, 
for multiple reasons. I’m cautiously optimistic right 
now. Everything is at stake with these things. Because 


of that, | keep my head together, make sure the game 
is absolutely the best, without attaching any kind of 
emotional celebration to it. Once it ships, sells well, 
‘everyone likes it, then maybe you get that reflective 
moment. I'm not quite there yet. 


Does Early Access, making it available to players, 
even as an unfinished build, give a different texture 
to this point? There's less pressure, because in a 
sense people have seen it already? 


Exactly. We don't have that emotion. When we first 
launched, it was: “we trust you. Here's three million 
dollars Brian. We trust you.” Now | know full well what 
it means if | don’t deliver. So, that pressure was there. 
There's 50,000 guns at my head. 


And if | was delivering or making this game the way | 
used to - take Fallout for example - we'd just make it, 
ship it out and keep our fingers crossed and hope to 
God we pushed the right buttons. If | was doing that 
with this, and no-one was playing it, | would be 


terrified out of my mind, 


But because it’s been out since December, that’s 
been off the table. So now it's just a function of: 
they like what we're doing. Now you've just to take 
what's there, and just polish it a lot more. Giving 
them more of what they like. So that gives me a 
certain relief, a certain perspective. 


How do you feel about Kickstarter now? 


For us it's been wonderful. | was saying earlier that 
because of the nature of it, especially in contrast to 
other ways you may be developing through outside 
sources, whether from a publisher or from an 
investor, they want results. They want milestones. 
You have to prove yourself constantly along the 
way that you know what you're doing. 


We spent 30, 35% of our energy trying to get paid 
or proving we knew what we're doing. And then 
you spend 30% of my energy going "what are we 
going to do next?" If | don’t have the next project 
lined up, everybody doesn’t have a job. So you got 
this much time to spend this much time on the 
game: that's the reality, With crowd funding, here's 
the money up front. "We trust you”. So | spend 
95% of all my energy just thinking about how to 
make the game better. And so it's been a great 
experience all around, Early Access, same thing. 


Early Access, was an interesting one, because it 
was a narrative-driven single player game, which Is 
not what you typically see, But you have to keep in 
mind we were already going to ship out 10,000 or 
so plus beta versions; they were already going out 
to our backers through Steam. So all | do is flip a 
switch, and I'm selling it over here. 


“They want milestones. 
You have to prove to 
them that you know 
what you’re doing.” 


Yes - it's a narrative game, but we're not going to 
give away the whole thing. But there's a great 
chunk of it we'd love to hear your input on. Be it in 
terms of UI, or are we messaging things correctly, 
Are we really hitting all the right notes? It helps 
remind us of things, which is great. 


Take compatibility testing. Think about all the past 
compatibility issues you've run into with a product. 
Itcan go out, and it's buggy. There's a million 
different PC configurations, but we've moved all 
that into the production side and taken care of that 
ahead of time. For me, it's been a fantastic 
experience. It’s made the game better. 


That's where you are now. But how did you get 
started in this industry? 


It's almost like | was bred for this, because it was a 
movie freak double-feature every single week. My 
parents would drop me off. Planet of the Apes 
telethons, first one in the line for Star Wars. Then 
there were the books: the Gor series, every book 
that Michael Moorcock wrote... hundreds of 
hundreds of books. And then it was Dungeons & 


Dragons. | put every waking hour playing that to 2am in 
the morning. So while my friends where at the beach or 
doing whatever they were doing, we were doing this. 
Then | got my Apple 2 computer. 


At that point, | didn't know how games were made. I'd 
play an Atari, and it just came in a cartridge. Pop it in, 
and it ran. | had zero clue as to what made those 
things move around on the screen. So then they got 
me the Apple 2, and | just loved to program. There 
wasn't much, but | taught myselt. | joke that that was to 
be my internship as a nerd. And then, | guess like a lot 
of people, especially in the entertainment business, you 
get to a point were you think “I can do what they're 
doing. | can do this too.” 


So | made my first game when | was 19, programmed 
the whole thing, duplicated the discs by hand, | put 
them in the baggies, shipped them out... it was the 
classical story. 


One funny story which | like to share. | had two phone 
lines. | took 50% of my budget and took one ad out in 
Softtalk Magazine. | couldn’t afford commissioning an 
original piece, so | had to buy a piece. There was this 
guy in new York, a Spanish painter, and | loved his 
work. It was this woman tied to a post and this giant 
snake coming at her, with this guy standing there, 
ready to protect her. It's not in the game at all. But it 
was the closest medieval piece | could find - at least 
there was a sword, That became the cover. 


So | took a full page ad out. | would call stores and I'd 
say “hey, do you have the Demon's Forge?” “No, 
what's that?” they'd ask. I'd reply “I saw an ad for it in 
a magazine”. They'd open up the magazine, go “oh 
yea, that looks good." I'd ask if | could come in, buy a 
copy. They say they'll see if they can get it. | say great, 
and hang up the phone. My other phone would ring, 


harder gard, "Rayder 


fal encounter vegin 
sl eerat Dog threatens trom 


Feral Dog tnrentens trom 64 


Bier paws the ground agg 


and I'd answer “Saber Software”. The guy would say 
“we just got a call about Demon's Forge, we'd like to 
order six copies of it.” “Oh, | can fulfil that.” laughs} 
And that was all day long, I'd just call and make up 
orders for myself. That's how | got into business. 


Have you still any copies of the game? 


| have copies of the packaging and the ad, 


“You could import your 
Ultima character into 
my game. | got a legal 
letter threatening me.” 


What was your first gaming experience? 


It probably started in the arcade, more than it did at 
home, | was right there with Pong. It was Joust, Space 
Invaders, there was a star one... it was Sinistar, it was 
all those old classic games. 


But the Apple 2 really turned it up for me. | was playing 
all the SSI [Strategic Simulations, Inc] games like 
Bismarck, There was one old game, | can’t remember 
the name of it, were I'd take a turn, then the computer 
would take its, And that turn took two hours. | would 
literally make a move, and I'd leave. It'd take frigging 
days to play a game. And it crashed. You'd sit there for 
a day and a haif and it crashes. You'd lose everything. 
It'd piss you off. But Wizardry had a huge impact on 


me as well. | loved the series, and put so many 
hours into it. And [our own] Bard's Tale was all 
thanks to Wizardry and the high concept was we 
asked: “while we love Wizardry, what is it missing? 
It’s missing colour, it’s missing music, and it's 
missing being on the Commodore 64.” That's what 
put us on the map at that time. 


‘And we did one other clever thing. | supported 
Wizardry and Ultima characters. You could actually 
import them {to our game]. That was innovative at 
the time, In fact, | stil have the legal letter that 
Sir-Tech sent me threatening us on that. Since then 
I've become friends with them, and we crack up 
about that now, 


If the gaming career hadn't worked out, what do 
you think you'd be doing instead? 


| was actually an athlete. | was the lead champ at 
the 100 and 200, and | was training for the 
decathion for the Olympics. And so Bruce Jenner 
was my hero, and I went to the Bob Mathias Sierra 
boys camp; he was the 72 Olympic champ. Sports 
was a big part of what | wanted to do. And then | 
remember Daley Thompson came on the scene, 
and this guy was putting in some serious times like 
he could almost place in the open 100. And | was 
like, “no one remembers a silver medal winner”. So 
while part of me wanted to pursue athletics, as | 
was very competitive, | ended up saying "I got to do 
computers”. But if | wasn’t making games I’m sure | 
would have been involved with technology, one way 
or the other. I'm lucky I'm here making games and 
be able to make a living out of it. 


Has your career surprised you? 


I've always wanted to make games my way. On the 
high concept, yes, this is exactly what | want to do. 
But it's completely amazing. | was practically teary- 
eyed when we funded, when we made it. Not only 
was it seeing people that are interested, but the fact 
that... remember during the 90s we were pretty high 
profile as a company with Interplay. Yet despite that 
we were always less financed than every single 
person in the business. 


During those times of having no money in the bank, 
we had Baldur's Gate, Baldur's Gate 2, Planescape: 
Torment. It was Icewind Dale, it was Sacrifice... we 
were putting out really respectable stuff, but the 
landscape was shifting too fast for us. Consoles 
were to become more dominant. We didn’t have a 
horse in that. So | couldn't cover the overhead for 
what we were doing and do the things differently. 
However, I'm not blaming anyone, that was just the 
fact of the matter, and we were doing some really 
great stuff but | always wanted to be doing it my 
way, that's why we became a publisher, ultimately. 
My point was during the 90s we were a top § 


company, and there was no social media, So there was no connection. Most people, 
they knew Interplay but not me. And so Kickstarter was wonderful because | was 
recognised for what I'd done before. Because you're off in your own little world, but 
then there's someone saying ‘I loved your games” or “| used to play it with my dad”. 
Or you get one guy saying "I used to pirate all your games, so I'm giving you $10,000 
for your Kickstarter because | feel so guilty because | never pald for them all’. 


That actually happen? 


That actually happened. It was that connection | made to all these people, who were 
saying “we love your stuff, do more". That was the best part of the whole thing, That 
was as exciting and more important than making the game itself. 


It must be good to hear. 


We all want respect. What's funny is... | go post-Interplay, and the business is in 
upheaval. There's no digital distribution, there's not even Flash. You're pitching 
products... the first thing we do Is pitch the Bard's Tale game. | was in a cheeky 
mood. So | wanted to make fun of role-playing games. Because what | was playing 
was so cliché and ridiculous - they kept making me kill rats in the cellar, | wanted a 
protagonist who is playing through the world and who has, himself, played too many 
RPGs. It wasn't what people expected, so they didn't know how to take it. 


It got reasonable reviews, but in the middle of it, my publisher went bankrupt and 
Vivendi decided to sell themselves. So, not a great launch, So we go on, | try and do 
some development work for some publishers, and as is well noted, it was a disaster. 
‘And what you discovered through it - and this is not just with me - but my fellow 
developers, is that you pay for their sins. That's what is frustrating. 


For example, this didn't happen to me, but, if they put out a buggy product, you take 
the hit. Even though they do QA. So | was taking these hits for things which | had 
zero control over, Kickstarter got me back in control of myself, Because me being 
under the yolk of these guys is not working at all. So | completely jettisoned that 
concept of working with publishers again. Because it wasn't like how it used to be. 


When | was at Interplay | gave Blizzard their first contract, | gave Bioware their first 
contract, | gave Treyarch their first contract... | would help people launch their 
careers, But | did it because | trusted them. | managed them in a nice, positive way 
and it ends up it worked for all those guys. | found that as things changed, the 
budgets had gone crazy, things costed 10 million dollars plus, or now 20, 30, 40. And 
the desire to micromanage would come at a detriment. It was hard to create a 
healthy environment there. So it was a very frustrating period of time and of course 
I'm taking a hit personally, and | can’t really complain about it, because it sounds like 
whining. You have to take it. So this has been good for me, because it’s “okay, let’s 
see what you can do, left to your own devices”. And | said please, that’s how | 
always did it. At Interplay, | had no-one second guessing me. 


I didn’t have to prove anything to anybody. And we did some great games. It was 
very instinctive. | didn’t need big committees. They'd bring me Redneck Rampage - 
'd see it (snaps fingers] sign. Boom love it, get it. Went to number one. Bioware; let's 
get the D&D license. | remember when | go the D&D license | had a big publisher at 
the time say: “you don’t get it. You just do niche-ware for nerds, that's all you do.” 


They were criticising me for the D&D license. And so, | 
march to my own beat. And that’s the beauty of this - I'd 
rather be held up to my own things under my control, 
then criticise me. But when it's out of my control, it can 
be frustrating. It isn't just about me: talk to developers 
‘out there, you hear that story over and over again. It's 
your Metacritic rating that'll get hurt, even though they 
‘don't give it enough iteration time, for example, 


Is there anyone in the industry you admire? 


| really respect the guys at Blizzard. Because they 
continue to put out the product, but what | love about 
these guys, especially the early founders, they're 
unchanged. There's not an arrogant bone in their body. 


“In development work 
for publishers, you pay 
for their sins. You end 
up taking the hit.” 


‘And they have all the control and power there is - I've 
lots of respect for them. | also have, though I've never 
met him, have mad respect for Gabe Newell, for the 
same reason. | don’t pick people just because they're 
successful, That's easy, It's because Steam and Valve, 
they have all the power in the business, and they never 
utilise it. They never extort, they never screw around, 
they're always fait. They always treat everyone the same, 
‘And they could wake up tomorrow and go “we're going 
to take 40%", What could we do? Nothing. And so | 
respect people who have had great success but kept 
their integrity and their personality intact the most. 


You have much of a gaming collection? 


In my office I do. | have products from early projects of 
mine - | think | have the only copy there is. I've looked 
on eBay and Google. | have a copy of Borrowed Time 
shrink-wrapped, | have a copy of Necromancer signed 
by William Gibson on the back. | got quite a collection of 
mine. | should lock it up, some of that stuff's valuable. 


What's your best industry story? 


This is a fun one, So Universal, MCA, buys about half 
‘our company. So they want me to come up and sit down 
with the company president Sid Sheinberg. Mr. Power 
himself. Come and show off your products, they say. 


So | pull together a compilation. We had a game called 
Boogerman. | wonder whether to include it, but | think 
“what's he going to do?”. | go up, sit outside his office. 
and | see and hear him taking calls - “Sid, Steven 
[Spielberg] is on line 3”. | finally get my audience with 
him. He's got a booming voice; he used to be a law 
professor. Reeks of power. So we stick on the video 
showreel, and it plays, and we get to Boogerman: A Pick 
and Flick Adventure. 


He tells me to stop the tape. Then to rewind, and watch 
that bit again. “Who thought of that?" he asks, and at 
this point | chicken out, say it's one of the creative guys. 
He says: ‘This. Is. Brilliant.” Picks up the phone, and 
tells everyone to get into his office. I'm sitting there, 
thinking this is surreal. Everyone comes in, and he gets 
me to play the segment again. At the end, he says 

“{ want t-shirts, | want posters, | want theme parks.” The 
guy goes crazy. We end up inking a deal for tie-in toys, 
t-shirts. It never goes anywhere, because | can tell these 
ladies hated it with every ounce they had. But he loved 
it. That was a fun Hollywood moment. 


Wasteland 2 Is out now for Pc on Steam. 
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ALIFE LESS ORDINA 


Last month Remember Me developer Dontnod revealed its latest 

Project, a decidedly different coming-of-age tale set in the Pacific 

North West,as a teenager tries to reconnect with her old life. We 
= Creators about the inspirations behind the five-part story. 


= 


t's rare to be taken by surprise in this industry. Like 
music, like film, games trend toward the popular. But 
unlike the other two mediums, it’s still learning to 
express itself outside the profitable mainstream 
interests. You'll get the odd quirky indie platformer 
breaching the wider awareness, but we're still far 
from the diversity of musicians and filmmakers 

pouring out unique, original compositions that are clearly passion 

projects. There's a celebration of styles there we're yet to see in 
the world of videogaming. 

‘And you don't come to Cologne in August to see originality. 
Gamescom hosts the industry's latest wares, and for the most 
part they're sequels, and endless lines of characters swinging 
swords or brandishing oversized guns. Nothing wrong in itself, but 
you do become complacent to the norm, You're not expecting to 
find a wholly different perspective, 

The concept behind Life is Strange isn’t completely new. In 
fact, it's tapping into the same well that has served Telltale so well 
these past few years; episodic story-driven adventures with an 
emphasis on branching conversations shaping the narrative. 
Arguably more interactive visual novel than game, But Telltale deal 
with zombie apocalypses, fantasy detectives, dinosaur theme 
parks gone wrong. Life is Strange deals with a teenage girl 
returning to her hometown and trying to reconnect with her best 
friend, and somewhere between deals with peer pressure, drug 
use, absent fathers, and destroyed relationships. Not your average 
video game story. 


PEER PRESSURE, DRUG USE, 
ABSENT FATHERS, DESTROYED 
RELATIONSHIPS. NOT YOUR 
AVERAGE GAME STORY. 


We follow Max Caulfield, who returns to the small town of 
‘Arcadia Bay in the state of Oregon five years after leaving. She's a 
passionate photographer and is eager to meet up with her best 
friend from high school Chloe, Despite very different personalities, 
the two remained close until an unexpected bereavement caused 
everything - including their friendship - to collapse. 

“We don't want to deal with explosions,” says game and art 
director Michel Koch. “We wanted to deal with the casual intimacy 
you have in real life, which can be really hard, really difficult to live 
through. Relationships are a harder battle to fight in your life than 
a real fight. That was something that really interested us.” 

‘Us’ is the second surprise when we're ushered into a demo 
room that's been recreated to look like a teenager's bedroom, 
‘echoing the layout of Chloe's, who Max is eager to meet up with 
since leaving years previous, in the game. In the room sit 
members of Dontnod, the French studio who's last project was 
sci-fi action title Remember Me, a third-person adventure that had 
a slew of mixed reviews. A game that is perhaps most infamously 
remembered for industry resistance to having a female lead 
character leading to the studio struggling to find a publisher. 

This time round they've the full support of Square-Enix (“it's 
good having a publisher believe in this project and not ask you to 
change your character,” Koch half-jokes later) who are happily 
marketing the five-part episodic series as the video game 
‘equivalent of a Sundance Festival flick. While it's easy to see the 
comparison as a nice advertising spin, it’s quickly clear the 
inspiration's wholly down to Dontnod themselves, as Koch 


repeatedly talk about teenage indie flicks and TV shows that they wanted to 
emulate for the feel and story strands of Life is Strange. 

‘And Max's story has its roots in the studio’s last project. While Remember 
Me was criticised for its linearity and combat, there had been more positive 
feedback to the game's Memory Remixes. These saw you hack into a person's 
memory and attempt to alter their perception of events by changing specific 
moments or objects, ultimately to affect some change in the ‘real’ world, The 
mechanic resonated with players, and certainly stuck with the team. 

“We knew we had something really different with the Remixes,” Koch 
recollects of the year previous, as production started winding down on 
Remember Me, “We started asking ourselves what kind of game could we 
create with similar DNA and ideas... in Remember Me, it was a small part of 
the experience. We wanted to create something were the butterfly effect didn't 
impact memory, but the past, and would really effect the game. That was the 
basic idea.” 

Modern day Pacific Northwest in the U.S.A. is a million miles away and 
several years removed from a far-future Neo-Paris. But the location, and its 
characters, made perfect sense for what the team had decided on as that base 
concept for a game, They'd stripped production down to accommodate a 
smaller, digital-only release and to take a break from the Triple-A development 
circuit. As with Remember Me's Memory Remixes, there was a greater focus 
on the narrative aspect than anything else, and that afforded the studio to think 
about an episodic structure: Life is Strange will come in five parts when it 
starts shipping sometime next year (and the team only plan on announcing a 
date when they've locked down the whole game so there's the same gap 


between each release), with each episode dealing with a 24 hour period over a five-day 
week. “If we would be dealing with a game about choices and consequences, we 
wondered: what would be a great setting for this? And the coming of age story, from the 
point of view of a teenager, was a great starting point... we wanted the story to deal with 
things like nostalgia, and there was this mood we really wanted to have: Pacific 
Northwest was a great visual representation of that.” 


AS WITH THE BEST OF THE GENRE, THERE 
IS NO CLEAR RIGHT OR WRONG ANSWER. 
DIALOGUE FEELS REAL, IN THE MOMENT. 


The game's look is distinctive. Powered by a modified version of the Unreal Engine 3, 
the team avoided realistic interpretations of the U.S. for a more impressionistic take, with 
every object in the game hand-painted (“we don’t use any photos, and even letters are 

hand-drawn," Koch explains), giving the title an evocative look reminiscent of those indie 


flick offerings they want to mirror, Walk near objects and a rough icon appears over them, 


almost like they've been drawn in by pencil. 

Koch talks about Virgin Suicides, Veronica Mars for the feel of authentic teenage 
stories, The vibe extends to the soundtrack, as Dontnod have a mix of original scoring 
and licensed tracks, Though they won't say what they are, they talk about guitar-led 
‘American folk rock as the audio expression they're going for. 


4 1 i 


But for all of the talk of realism, there is a distinct sci-fi, almost 
supernatural leaning to the game. Shown but unexplained in the reveal 
demo and playing into that Remember Me DNA, is Max's ability to 
rewind time, an ability it seems only she's privy to. The idea Is that with 
each conversation branch shaping the story, and leading to certain 
unwanted or unwarranted situations, you'll be able to skip back to the 
start of the conversation to alter its outcome. 

The ability's use is infinite, letting you test out every possible 
delivery and outcome of a sequence, though you are limited to 
rewinding only to the start of the scene you're currently playing. But the 
important distinction, as is true of the best titles in this genre, is that 
there's no clear cut right and wrong answer to anything, Dialogue feels 
real, in the moment, not designed by committee. 

Even though, technically itis, with Dontnod and Square-Enix 
checking over script pages supplied by an American writer who was 
drafted in for the job, a three-way split to make sure the tone was 
realistic. “We sent writing tests to several writers, asking them to pen 
dialogue between teenagers, with text messages,” Koch tells us, 
explaining how their writer is steering them right in capturing the 
essence of teenage America - as well as keeping things authentic, "We 
had a scene were Max kisses another character on the cheek, because 
that's what we do in France, We were told that wasn't the case in 
‘America, so we changed it.” 

Yet for whatever reason Max has come across this power, and how 
much it'll be dealt with in the story - itll factor into later episodes we're 
told - the game is a coming-of-age story first, sci-fi tale a distant 
second. Dontnod draw comparisons to Another Earth, the 2011 
Sundance film that dealt with parallel Earths but which really was just a 
narrative backdrop to study relationships. “It’s a movie with a sci-fi 


setting, but instead it’s dealing with a very simple story of guilt between two 
characters,” says the game director. “We really loved this kind of thing, when 
the story is simple and intimate, inside a larger setting.” 

While we're playing from Max's viewpoint, it’s really a game about two 
characters. The first meeting between Chloe and Max is clearly strained, 
awkward pauses in conversation saying more than the quick, jocular 
camaraderie on the surface. While the facial expressions don't match up to the 
quality of the voice-acting, and the lack of lip-syncing (due to the smaller 
manpower on the project) throws you initially, setting and dialogue manage to 
sell you on the illusion that there's much unspoken history between the two, 
and you're interested to hear more, Max is currently an enigma, but seemingly 
slanted as the straight student given her contrast with Chloe, moulded in the 
traditional teenage rebel fashion, decked in black, dyed hair and smoking, a 
change by way of her real father dying and constant conflict with her stepdad. 

“We wanted this story to be one of friendship," says Koch.” While she's her 
best friend, Chloe will drive Max into some dangerous situations.” We get a 
glimpse of this in the Gamescom demo, as she puts the blame on Max when 
her father accuses her of smoking in her bedroom, and revealing she's got her 
hands on a revolver. There's a worrying sense things will go a lot darker before 
the game's finished, but it doesn’t feel lke it's a story about redemption. Nicely, 
it's too subtle to get a read as to what the direction of the story will be, and 
that's a good thing. Where it goes, we don't know just yet. The demo was 
focused solely in Chloe's house, either searching for tools (and accidentally 
dropping Chloe's stepfather's documents into a pool of oil, pushing for a rewind 
to get things back in order) or finding somewhere to hide before Chloe's 
stepfather bursts into her room, Dontnod play with the rewind function heavily 
during this particular sequence, the end result being Chloe clashing with her 
stepdad or receiving a slap across the face for her insolence, Both endings fee! 
downbeat, and that your choices, hard though they may be, will have to be 
lived with, such Is life. 

“The rewind is challenging Max to accept her fate. When you have a power 
like rewind, you can change everything, but at some point you have to accept 


your choice and your fate, and this is the point of our story; to. 
challenge Max into thinking about her life and how she will grow up 
as an adult.” 

All five days, all five episodes, have already been plotted out by 
the studio, though given the repercussions and alterations each 


THERE'S A WORRYING SENSE 
THAT THINGS WILL GO DARKER 
BEFORE THE STORY FINISHES. 


choice Max makes to the story rippling out across the entire arc, 
the team’s favoured a computer program to chart every potential 
‘outcome, Aside from an extra bit of polish, the game's visuals are 
ata standard they're happy with, All that they're concentrating on 
is getting the dialogue scripted, and making sure that everything in 
the game is accurate to the locale of small town America. 

We wrap up by asking Koch how the studio look back on 
Remember Me with the hindsight of a year. Unsurprisingly, he 
brings the answer back to the current project. "We made some 
mistakes on Remember Me, but we're quite proud of the game and 
what was different about it, so we are really proud and happy to be 
working on Life is Strange, t's a luxury to work on a project you 
love and with characters you like. It’s been a great year.” 
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UNTIL DAWN 


Eight people enter a cabin, and the number that leave is up to you. Until Dawn is a 
choice-heavy horror that feels like Heavy Rain crossed with The Evil Dead. If the name is 
familiar that’s because the game was originally being developed for PS3 and the Move 
controller, before it jumped generations and got a significant overhaul both in visuals - this 
is one of the best looking PS4 titles we've seen - and tone. This is a much darker and more 
horrifying slant than the survival horror was going to be originally. Teen horror has been 
switched out for a disturbing experience that has echoes of the Saw series, 

Supermassive Games brought this wholly new Until Dawn to Gamescom after two years 
of silence. The “refocused, rewritten and rebuilt” (so say the studio) game finds eight friends 
stranded on a mountain during the winter holidays, and they soon discover they're not 
alone. Everything starts to go horribly wrong, and throughout the game we decide who lives 
and who dies. 

There are, according to the developer, hundreds of possible variations to the story's end. 
Between the game's opening and those multitude of conclusions are moral dilemmas 
aplenty as we investigate the game world for clues to discover what's happened in these 
mountains. We're shown just a few of those moments during the course of the Gamescom 
demo. It opens with just two of the characters (the game will fit between the cast as they 
split off to investigate their surroundings). We join Ashley and Chris as they sit across from 


‘one another at a table. The new-gen visuals do a great job of 
selling their emotions through body language and facial 
expressions. We can read the fear and horror in their eyes. Above 
their heads rattle circular blades, which move slowly downwards, 

Ashley's hands are fixed with gaffer tape to the chair. Chris has 
‘one free hand, and in front of it is a gun. A madman's voice from 
somewhere unseen offers two options: "Chris, you've been making 
bad decisions today. Now you have the choice again. One can 
survive: you or Ashley. Shoot her or yourself." 

And it's a decision we'll have to make as we play Until Dawn. 
One that could have been quite different, had our previous 
decisions were different. Every choice you make counts. 

The experience is powered by the same engine as Killzone: 
Shadow Fall, giving us an elegant, truly new-gen look. The story's 
being scripted by two indie horror writers. Every single character 
can die or survive, And dead means dead. There's no turning back 
the clock, as the only save point available is your most recent one 
so you're stuck with the consequences of your actions. 


This most adult of horror games focuses on three ingredients: terror, horror and disgust. 
There's a permanent sense of terror, there's horror in sequences that shock, and there's 
disgust at the rare moments of sickening sights that are so effectively used in Until Dawn. 

Gameplay is slow burn, reminiscent of Beyond: Two Souls, Heavy Rain or the original 
Resident Evil. Your character's walk is slow, and moving the controller moves their head, 
The camera perspective changes automatically to ensure perfectly staged scenes that'll 
make you jump. Many objects in the world can be used and manipulated when in your field 
of view, with a contextual icon flashing up to show how you can interact with them, 

Until Dawn is one big story puzzle. Items must be analysed. This includes flipping 
through books, or watching a scene play out in a miniature doll's house. Our two characters, 
fit the character stereotypes of the horror genre - the Avril Lavigne clone and the high 
school nerd, We find out they're searching for their friend Sam, who's disappeared, 

Accompanying their walk through a creepy basement is a continual, suspenseful score, 
subtle but slowly increasing as tension mounts, then suddenly, and loudly, cracking to life 
during scary moments. It's a classic genre trick, but works perfectly. Adding to the effect 
are purposely staged shadows, scurrying insects, creaking doors and muffled sounds 
straight out of Capcom's horror library. Dilapidated rooms, with beautiful light particle 
effects striking through cobwebs, hint at the new-gen heft powering these scenes. 


‘We're using very conservative 
language in that,” says executive 
producer Pete Samuels of the 
hundreds’ of different endings, 
Because a lot depends on what 
‘your definition of unique and 
diferent is, 


‘Again and again you must make decisions. it can be, as we 
have seen, deciding who lives and who dies, but also there's the 
branching choice of conversations. Everything has ramifications, 
every decision limits future choice, and all leads to our possible 
fate. The single playthrough takes around nine hours, all decisions 
made are permanent, and expectation is every player will have a 
different experience. 

Choices then, Exampled no better than in another scene we're 
shown during the demo, as Ashley and Chris are attacked by a 
psycho clown. Ashley rams a pair of scissors she found just before 
the attack into the clown's shoulder, deflecting its lunge. Scissors 
that she might have left in the drawer where she spotted them. As 
itis, the clown retaliates by punching her in the face, and the 
screen suddenly turns black. What's the new consequence of her 
actions? We have to wait until next year to find out. 


Genre Dev Publisher Release 


QUANTU 
BREAK 


After a year of teasing a new-gen ‘transmedia experience’ we finally saw Remedy's latest. 
‘The Xbox One exclusive's gameplay surprised, though the jury's out on whether that's a good or 
bad thing. As with the studio's last project, Alan Wake, this modern day story plays out in the 
third-person, but there's a heavier emphasis on cover-based combat, Sadly something that’s a 
dime a dozen these days, but at least there's a time-manipulating twist here, 

‘Your average joe Jack Joyce, has survived a collapse of the space-time continuum in a small 
‘American town, and as a result is being pursued by the security forces of Monarch Solutions, the 
company that has had something to do with time being fractured, and is sending out hit squads 
to try and cover the accident. 

Jack can use his special powers to stop time for a short while, puling bullets out of the air and 
returning them to their sender in a lethal barrage, or using the short-term time stop to move to 
another location and confound his attackers. 

But time will also freeze unexpectedly through arena-sized collapses called Stutters, They're 
partly interactive, and specially-suited Monarch soldiers can patrol within them, Jack can rove 


XBOX TV CLOSURE 


Xbox Entertainment Stu 
Which was set up to 


original programming for Xbox, 
is to shut down, However, the 
closure is not expected to impact 
the creation of the Quantum 
Break 


through them, and the effect is something similar to what we've seen in 
Infamous: Second Son's photo mode, but this take is far more visually 
arresting. Violent time-destroying waves rol through these Stutters, 
forcing you to work out a way round them. This at least feels unique. 

So, that transmedia experience then. Quantum Break will be a video 
game in which we play as several characters, while a supporting TV 
show will tell stories from within Monarch, the first episode of which will 
come bundled with the game disc, 

Remedy's Sam Lake wouldn't comment on TV show details, but we 
know shooting will soon begin on the live-action show, and episodes 
will tie seamlessly into each mission of the game. Conceptually, it's a 
strong idea, but wil it come tagether as a cohesive whole? 


Genre Dev Publisher Release 


KOMBAT X 


The fighting franchise's tenth iteration perked our interest at Gamescom last month. The 
roster's a mix of classics (Scorpion, Raiden), the next generation Johnny Cage and Sonya 
Blade's love-child) and new faces. Yet crazily, NetherRealm Studios has decided to give every 
combatant a trio of different fighting styles, selectable prior to a match's start. Take Kano, for 
instance. You could decide to play as his close-range grappler/brawler type, prefer to use 
‘weaponry for his mid-range style, or emphasis his cybemetics with longer-range attacks. It grows 
the potential match-ups exponentially, and as you can't switch out between rounds, matches may 
not be as clear-cut as they once were, 

Every fighter's able to make use of the environment, with a dedicated controller button used to 
interact with specific areas in each stage. We watch as a Sub-Zero and Scorpion clash has the 
two old rivals take turns in ripping off tree branches to club or toss at each other, or leaping 
against and off other trees to create some distance between them. Small touches, but it adds 
another dynamic and additional strategy to fights. 

X-Ray attacks are stil included, showing bone breaks and snaps as stronger impacts land, and 


GORO RETURNS 


It you pre-order the game ahead 

of its release on April 14th next 

year at certain retailers, you'll get 

able bonus 

character: the four-armed Goro, 

who's been a fan favourite ofthe 
series for years, 


showcasing a match's end with Fatalities is still part of the experience. 
Despite the excessiveness emphasising the black humour inherent in 
both (Ed Boon tells us post-presentation that it's an instinctive feeling 
at studio meetings at what constitutes crossing the line between brutal 
hilarity and sickening gore), it feels both are unnecessary headines in a 
fighter that should be talking up its core combat. There's enough 
interest here beyond remembering the button combination to punch 
through someone's chest. 

Maybe it's because we'd been away so long from the series, ort 
may be they're building on last year’s solid DC Comics tie-in, Injustice, 
but Mortal Kombat has onoe again captured our interest, and this time 
ithas nothing to do with the excessive violence. 

Genre Dev 


Publisher Release 


HALO: THE MASTER 
CHIEF COLLECTION 


It’s time to ready Battle Rifles, it's time to choose a side. Time to meet Halo 2. Again. 
The black sheep of the Halo saga has been the poster child for Microsoft's marketing push 
for Halo: The Master Chief Collection, and it's easy to understand why. 

The game's online multiplayer was the first comprehensive excursion into the console 
competitive landscape and was - is - arguably the purest distillation of Halo's MP in the 
franchise thus far. The single player campaign may have been questionable, stitched 
together in a rush by a haggard Bungie to meet tight deadlines, but for Halo fans, the 
competitive side of the title is still pristine, Even if it's hard to adjust initially to the lack of a 
sprint button in today’s twitch-based multiplayer space. 

But that's being presented in The Master Chief Collection: the game untouched and 
untweaked from its original form, the only concession to the modem day a visual upgrade 
much the same as 343 performed for Halo: Combat Evolved Anniversary Edition (which is 
also included in the package), new cutscenes and smooth 60FPS gameplay running at 
1080p, and even that you have the choice to ignore. 


In the story campaign you can toggle between the original and 
new looks. In competitive, six of Halo 2's multiplayer maps are 
offered in remastered form as one multiplayer mode, while a wholly 
separate multiplayer is in place to experience all the original maps 
(with a slight graphical tweak). You've got all the modes, all the 
maps, all the weapon balance of the original. 

We run through a trio of matches, press versus a mixture of 
343 staff and helpers, as part of a Xbox One event this month. 
Dual-wielding is back, but the real fight is for the nearest Battle 
Rifle or stage's power weapon. For dominance at choke points. 
After a rough start ("I forgot you can't sprint”) our side starts 
working as a team, and the old Halo magic of ten years past flows 
back into our veins. It's nice to concentrate just on the moment to 
moment beats of a multiplayer match, load-outs reserved to 


EASIER WAR 


Halo 2's single player campaign 
has remained mostly untouched. 


However, there's been a tweak to 
Cairo Station's boarding battle, 
with the addition of more 
‘grenades to make the galley fight 

istrating. 


knowing where the best weapons are strewn on the battlefield, and not fretting about XP- 
bonuses or ability perks. No text fireworks proclaiming new rewards. Just duck and jump. 
Spamming frag grenades, exaltation at the perfect sticky grenade throw. Headshot followed 
by headshot, watching the scoreboard tick up towards 50 kills, and the timer ticking down 
to the round’s end. 


HALO 2°S MULTIPLAYER MODE |S fi PUREST FORM 
OF THE FRANCHISE’S COMPETITIVE SIDE THUS FAR. 


Microsoft closed the original Xbox Live servers four years ago, which is an ice age in the 
online space. With the Anniversary Edition of Combat Evolved only released a few years 
ago, and Halo 3 and 4 still going on Xbox 360, it's Halo 2 that most people will need to 
reacquaint themselves with when the Master Chief Collection comes out. Yet 343 are 
allowing players, in single player and story co-op at least, to customise chapter playlists to 
tear through all four titles in whatever order, or whichever levels, they so choose. (It’s still a 
shame that Reach, 0.D.S.T, and Halo Wars aren't included on the collection for the 
complete Halo story). It's a great idea to cherry pick your favourite levels from the four core 
M.C entries, but we wish there'd been a similar option for multiplayer, 


Here's the situation. You've four games on the disc, each with 
their own competitive submenu, and within those distinct 
playlists. 343 are effectively dividing up the online community, 
and we've real reservations about player numbers six months 
from now. Gut instinct suggests competitors will gravitate to the 
purer MP modes of Halo 2 and 3, and the others will dry up. 
While each title has a fairly different multiplayer due to balancing, 
we can't help but wish for a roulette-wheel style multiplayer 
playlist that'd randomly switch between all modes of all games 
(or even let you define distinct parameters), to let you get a taste 
of everything. Proving your dominance in one epic playlist across 
all versions of Halo multiplayer would be Achievement-worthy. 

That may be wishful thinking, but given 343's building this 
package as a celebration of Master Chief's career, we can’t help 
but want this to be as comprehensive as possible. But even if it 
doesn't, the Collection's still a good deal. It's catering for Halo 
fans who don't want to swap between consoles to get their full fix 
or budget-wary gamers who want as much content on the disc 
for their money. Even if you don't stratch to Xbox Live Gold, 
you've got four meaty campaigns to run through, and a chance to 
witness the ever-evolving nature of first-person combat. 


Platform Gere FS Release | 


COMBAT rarer 


The game plays le 
traditional fighting gar 
with an 


a platfon 
e move set for each 
9, directional inputs 
defining which special move you 
pull off at the time 


BROS. FOR 3DS 


It’s still a terrible title. Nintendo's plan to distinguish between this handheld version 
and the Wii U release later in the year by incorporating the platform into the name instead of 
going for two concise subtitles makes for an eyesore. But, we digress. 

Just missing this issue's deadline is our review of the 3DS version of Super Smash Bros. 
But prior to going to press we got a couple of hours hands-on with a nearly-finished version 
of the code, and came out with a much better understanding of how the game will work 
and what it'll have to offer. Let's talk the latter first. The answer is: bloody loads. A good 
portion of our time was spent just mining the multitude of different sub-menus on offer, 
‘each page offering new gameplay modes to conquer. There's everything from lengthy, epic 
battles to short mini-games that you cash in coins won to play. We'd barely scratched the 
surface by the end of our session. We're still surprised that Nintendo has managed to cram 
so much into one tiny cartridge, and we're left wondering just how big the digital release is 
going to be. Better upgrade your memory card just in case. 

While everything is built into the idea of having a number of different Nintendo icons 
duking it out for match supremacy in a range of ever-changing arenas using their distinct 
move sets, Nintendo has managed to make each of the mades the game offers feel 
different, Altered rules, objectives... the game even turns into a dungeon crawler for the 
Smash Run mode. If that's not enough, they then toss in the option to play solo or 


competitively (local sync or over the internet) for most of them. 

So you could choose to battle every entrant of the game's 
roster in turn, based on the year of their debut. Or you and a friend 
could quest through randomised dungeons separately in Smash 
Run, collecting XP upgrades before the timer runs out and then 
facing each other and NPC opponents in a final match. There's a 
box-smashing mini-game buried down the back of one sub-menu 
to have a crack at winning unlockables. 

Our original issue of the handheld’s screen being too small to 
track the action has diminished slightly after this longer play 
through, though it’s still an experience we'd favour the XL 3DS 
model for. And even with that, our hands feel cramped after an 
afternoon of fighting. That’s our main concern at the moment, but 
without digging further into the game modes, it's really our only 
‘one. Check gamereactor.co.uk for the full review. 


Platform Genre Release 


PROJECT 


WAITING FOR Wil U 


While there's no specitic reason 
at the moment for the longer 
Wait, Wii U owners won't be 
experiencing the game this 
November with everyone els 

their version is due out 
sometime next year 


CARS 


This autumn has plenty of racers coming, and Project Cars is catering to the sim crowd. 
Slight Mad Studios is collaborating with Ben Collins (former Stig of Top Gear fame) and race 
driver Oli Webb to make the game as realistic as possible. Webb is delivering feedback from his 
racing weekends to the developers, explaining minute details such as how the sunlight hits 
certain curves at certain times of the day, and the behaviour of curbs on rarely driven tracks 
such as the one in Monaco. 

Everything is unlocked from the start: cars, tracks. You pick your career, fine tune the control to 
make it feel good for you, and off you go. here is great pedigree with the team as their previous 
effort GTR 2 remains one of the finest racing simulations ever made, but Project Cars wants to 
improve on that. 

It has the DNA of GTR and combines that with the latest developments of the modern era of 
racing such as dynamic weather and different times of day. The Le Mans license allows for real- 
time endurance races spanning 24 hours. 

For PC owners, you'll be able to play the game with VR headset Oculus Rift. We tried the 


‘experience and found it both extremely impressive and somewhat 
disappointing at the same time, While you really fee! like you're sitting 
ina car, there is still an optical blur not present when playing on the TV 
screen or monitor, Perhaps what's needed are 4K displays for the Rift 
as it doesn't match the big screen for fidelity. 

Nevertheless, the experience was outstanding and gave us a hint of 
what may be in store for racing fans in the future. in a few years sitting 
ina decent racing seat with a steering wheel, and combined with 
‘Oculus Rift DK3 or DK4, racing sims will offer something completely 
different. But for now we prefer to keep the headset off and stick to 
enjoying the razor sharp HD-image of the PC version, as well as the 
Xbox One and PS4 versions on our HDTV. 

Platform 


Gene Release 


The first, most striking thing about Endless Legend, is how beautiful itis. It's a fantasy 4X 
title (eXplore, eXpand, eXploit, and eXterminate) fram Amplitude Studios, the team that gave us 
the simiarly-themed Endless Space (and Dungeon of the Endless, a roguelke that actually ties 
into this fantasy setting). It's a strategy in the mould of genre heavyweights like Civilization V, but it 
‘comes with a few unique ideas that sets it apart from the crowd. 

Our initial impression of the game was one of bafflement. There's no tutorial included yet, this 
being due to the fact that i's still in development. it means there's a thick barrier to entry; it's a 
complicated genre, and unti it comes with adequate instructions, it's hard to recommend to most. 

The reason why it's so confusing is because of the alien nature of the factions included. There's 
six available so far (with two more coming), and they're wildly different to the standard factions 
that fans of more straightforward strategy games will be used to. Perhaps the confusion comes 
because with games like Civ we can use historical context to fill in the gaps of our understanding. 

While these different factions are all a bit out of leftfield, they're also imaginative and promise 
longevity through variety. There's one faction (Necrophages) that leans heavily towards combat, 


Endless Legend's skill tree is 
similar to the one coming in 
Firaxis’ Civilization: Beyond 

Earth, as i's more of a web than 

a linear through-line that follows. 

a straight path, 


another (Roving Clans) is almost entirely focused on trade and 
‘economy. Initial impressions are positive; they look like they'll create a 
range of different gameplay experiences through their disparate nature. 

‘The map where the action takes place is generated anew with every 
game. Action plays out on hexagonal tiles, although when it comes to 
battle the action shifts to more focused turn-based encounters, where 
Units take it in tums to attack each other until a victor is decided. 
Scratching the surface reveals a combat system with potential, but one 
that still has some strange elements that can border on frustrating. 
Units make odd decisions, you guide the action rather than control it 
There's promise here, but we're going to wait until they've released the 
final version before we dive back in. 


Platform 0 Genre Release 


: anything tof 


The original Dead Island was one of those games you'd be lying if you said it was great. But 
it was still great fun. However, sequel Dead Island: Riptide fett like a downgrade in comparison, 
and a switch of both developers (from Techland to Yager Development) and generations means 
Dead Island 2 looks like a game that can fully ive up to the conept's potential. 

While the basics of the Dead Island concept remain - co-operative zombie slayings from 
first-person view, crafting, sunshine - itis clear that the game is also taking a vety different 
direction in the hands of Spec Ops: The Line developers Yager. 

Perhaps surprisingly this new direction feels lke it meshes better with the gameplay found here 
than the sometimes oddly serious tone of the two first Dead Island titles. There is dual wielding, 
visceral finishing moves - the Berserker has a neat kick plus sledgehammer combo that sends 
zombies flying into the air. Add the fire augmentation to that and it's fireworks. There is no need 
for work benches to craft, although the crafting system was left out of the demo. We also get 
improved visuals (obviously) and physics (playing with fire will likely prove a lot of fun). 

The game will feature large maps based on Los Angeles and San Francisco, but it appears as if 


MIXING CLASSES 


‘We wanted classes to be easy 
to get into and not limit you to 
you play," says design 
Bernd Dierner. “Our 
ne ul never do 
top 


how 
direct 
num 


ople from 
ether 


Yager has opted against one big seamless open world for this game. 

‘The demo we played featured a small section of the Los Angeles 
map and we got to sample two of the classes, some of the weapons 
and augmentations (fire and electricity), and it finished off with a 
scenario where we were tasked with stopping zombies from breaking 
through some barricades and reaching a bar. 

‘One very intriguing prospect about Dead Island 2 is the idea of 8 
player drop-in, drop-out, open-world zombie mayhem. Exactly how this 
wil play out remains to be seen, but the idea of being able to roam in a 
large pack of survivors is really appealing to us. 

It was fun to play, but there was stil plenty of polish needed. There is a 
lot of potential here so here's hoping Yager can deliver. 


Platform Gere Release 


Gollum's appearance brings with 
it certain expectations. But 
thanks to some excellent 
rk by Liam O'Brien, it's hard 
listinguish his take from Andy 


It's rare to find the word ‘ambition’ associated with a licensed tie-in title. Yet it's certainly 
something that springs to mind upon seeing the latest build of Middle-earth: Shadow of Mordor, 

‘The latest preview version, shown at Gamescom last month, comprised of two parts. The first 
follows Talion - recently resurrected Ranger with the spook responsible for his return to life now 
co-inhabiting his head - on the trail of Gollum in a story mission. The second glimpse further 
demos the Nemesis system, the high-concept mecharic that has enemy Ores leveling up as you 
do, in order to create distinctive foes and unique mini-bosses, 

Both gameplay demos prove to be solid, entertaining. The latter, detailing how the Ore hierarchy 
works and how it impacts your game is ambitious. To the extent that when we talk to Monolith 
post-presentation, there's discussion about how every studio creating a sandbox adventure in 
future needs to incorporate such a mechanic. If it does what it promises, Nemesis could be a 
genuine game-changer. 

Talion tracks Gollum through forests and ruins and into a troll (technically a Graug) cave deep in 
the heart of Mordor, Fear of the game's fixation with Sauron's domain mearing a constant trudge 
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vho Wasn't rep 
role this time round, 
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through mud and dirt dissipates as we gaze on greenery and rolling 
hills, dotted through with destroyed structures and Orc strongholds, 
Seems like there's more to Mordor than the destitute mud pit we 
glimpsed during the climatic scenes of The Return of the King. The 
surrounding area sprawls out in every direction. A chance to sate that 
wanderlust then. 

The game looks slick in motion, and better than static screens would 
lead you - and us - to previously believe, We could have a compeling, 
entertaining adventure ttle on our hands, that benefits - for Tolkien fans 
at least - from the overlay of a familar world and cast of characters. A 
licensed tile that could be one of this autumn's most anticipated titles? 
That's definitely an ambitious idea. 


Platform Genre 


The Escapists is every prison break flick rolled into pixellated form. In the game you'll be 
tossed into one of six prisons of varying difficulty - from relatively open PO.W, camps to a high 
tech security prison with surveillance cameras in every call - and then try and work out a means 
to escape without being caught or shot. 

The game's currently available on PC via Early Access, letting players tinker with the game's 
crafting system. As the game nears completion, indie developer Mouldy Toof Studios plans to 
introduce additional prison jobs and items that can be used to craft weapons and gear. A Prison 
Editor will let you create your own Alcatraz and share it with the Steam Community, which means 
prospective escapists are likely to find fresh challenges for quite some time. 

‘Adhering to the rigid schedule of prison life while trying to squirrel away useful items and finding 
time to estabiish escape routes will have you stuck inside for months. Our time in Shankton, for 
‘example, has us living by a set schedule, interrupted by frequent roll calls. 

Prisoners often forsake up to a third of their leisure hours to sign up for one of three prison jobs 
offered by Shankton, because it gives them access to useful materials. Those who toil in the 


The Escapists began life as a 
Kickstarter campaign before 
Team 17 offered to publish the 

game. “It constantly brings those 
laugh-out-loud moments from 
anyone that plays i,” says Team 

17's Debbie B 


laundry room can make off with guard uniforms, while prisoners who 
build chairs can get the wood needed to keep the tunnels dug beneath 
their cell from collapsing as they escape. 

Guards become suspicious when you depart from the prison 
schedule and if you're gone for too long they'll organise a search and 
beat you up on sight. You need to build up your stamina as well. Every 
time you exercise or dig holes in the floor, you expend energy. When 
you become exhausted you're unable to do anything until you've slept, 
eaten or had a shower to regain strength. 

The game will be out on Xbox One next year, but if you've got a 
‘computer within reach you owe it to yourself to boot up Steam right 
now and prepare to set an escape plan in motion. 


Platform PC Genre Release 
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DESTINY 


PLATFORM PS9 PS4 XBOX 360 XBOX ONE GiNNE FPS DEVELOPER BUNGIE PUGLISHEN ACTIVISION FCLCASE 9 SEPTEMBER 2014 


hen Destiny hits its combat stride, which it does many, many times over the 
duration of the game, it's a sublime, fantastic experience. But those highs 
come with a familarity that suggests while the universe may be new, some 
things have carried over from the old one. Bungie use their experiences on 
Halo to build the core of Destiny, but there's been little evolution to those mechanics 
since the studio signed off from their previous franchise with Halo: Reach four years 
ago. Instead, they have focused on building around it. 

We're still submerged in evocative sci-fi lore that we can't help but feel slightly lost 
in. Alien races have multiplied and diversified, but you'll still work through their ranks 
in turn and engage in the occasional three-way scrap that does little to differentiate 
from what's come before. We can still explore solo, or bring friends and strangers into 
cooperative or competitive modes. All things that are clearly intrinsic to Bungie's DNA. 
If you're a fan of their past work, you'll know that's not a bad thing at all. 

But that core gameplay philosophy is now wired into an always-connected online 
world. The galaxy's elite is now plural: you're but one beacon of hope fighting to turn 
back the darkness through an escalating body count. When exploring new frontiers 
you'll be rubbing shoulders with friends and strangers as Destiny ushers in a light 
MMO angle. Whatever mission you do, you'll occasionally cross paths with other 


players. You can choose to stay solo, set up a dedicated 
three-person fireteam, oF roll the dice and try a random 
team-up as you go. Despite the always-on nature of the 
game, Destiny works equally well if you go it alone or with 
comrades, So soak up the atmosphere, fight to score more 
headshots than your pal, or enjoy the odd glimmer of 
unexpected cooperative alien extermination with strangers. 
The game balances the difficulty and enemy number based 
on player count, which can make for great(ly) different 
clashes. But it also bases it on your character's experience 
level, and we learnt from harder missions with mismatched 
fireteams, that currently the game seems to cater for the 
highest-ranking of the crew, making it a harder, frustrating 
slog for others at times. Luckily XP grinds aren't a chore. 
Because every violent act you take rewards you with 
XP, as Bungie bring in a fully-realised upgrade and perk 
system for your character. Points gradually unlock abilities 
for your chosen class (three are available), buffs for your 


armour and better versions of your weaponry. There's definitely a difference between the 
classes - we rolled Warlock, and spent a long time playing support for our team before 
we earned better defense and unlocked stronger super-attacks - but all can draw from 
the same weapon pool and combat templates. And the best goods are out in the frontier, 
through finding loot crates and finishing objectives to earn randomised equipment drops. 

That frontier consists of large sandbox environments, one for each of the handful of 
planets that come on the game disc. On these you'll have a number of different game 
types (competitive multiplayer has its own separate section on the galaxy map) to select, 
but whatever one you go for, all play out in that same sandbox. There's no denying 
there's repetition, but each mode funnels you into a different corner of the map, or opens 
areas locked in other missions. So whether you focus on a linear path in Story, free-roam 
in Patrol or go dungeon-crawling in Strikes, locations still feel substantial. 

Arguably the missions vary little, and once you've held your position against enemy 
waves in the first hour, you'll get the gist as to what you'll be doing in the next thirty. But 
this is a shooter, and the obvious limitations in FPS objectives never bothered us in Halo. 
Less forgivable are the majority of the end bosses, oversized versions of normal-sized 
foes who are little more than bullet sponges. We'd prefer dynamic boss patterns to 
surviving waves of enemies long enough to chip away the Big Bad's health bar. 


Bungie can't quite mask the worst aspects of online 
shared worlds. The sandboxes, no matter how pretty 
they are, are filled with little more than pockets of 
constantly respawning enemies. It's even more annoying 
when they do the same thing and pop up behind you in 
the middle of a firefight. The illusion needs to be better. 
And it likely will, with time, Destiny’s an online-only 
game with a barrage of post-launch DLC being cooked 
up right now, and we expect Bungie to release gameplay 
improvements via future updates. It's not quite perfect 
yet. When we see Bungie at their best - as is with the 
last few main missions, which for mood, aesthetics and 
design match Halo’s greats - it's fantastic, But as this is a 
universe they need to keep growing, there's a sense that 
the best is yet to come, This is only the first 
chapter. It might not be the perfect opener to 
this new franchise, but you can be damned 
sure we can't wait until Chapter 2. 
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HYRULE WARRIORS 


oF WITU GENRE ACTION DEVELOPER OMEGA FORCE 
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he Dynasty Warriors series has been running for years now, and despite a 
T passionate fan following, there's plenty of players who've yet to sample the 
hack ‘n’ slash franchise. One main reason? They don't identify with the 
story, Here in the West we've no cultural connection to the Three Kingdoms 
period in China’s history, on which the whole series is built. 

Hyrule Warriors may finally see Omega Force get the mainstream recognition they 
deserve. The clash of Three Kingdoms is replaced with the eternal war against the 
dark by a hero wielding the Triforce of Courage. The core gameplay mechanics of 
steamrolling through huge fields of enemies, reclaiming captured fortresses and 
racing to accomplish objectives in tight time frames remains. We're just now doing it 
in the world of Hyrule, and the characters we're fighting alongside or rescuing we're 
intimately familiar with, There’s even a nice, in-game explaination as to why we're 
meeting and fighting faces from across the entire Zelda timeline. For those fans that 
like digging into the fractured Hyrulian history, it's a real treat. 

As with Dynasty Warriors, each mission offers you a huge map filled with enemy 
units, while your own side amounts to a small handful of supporters. You control a 
single, powerful warrior and get attacking with a gradually-expanding list of combo 
moves. We start as Link, but soon he's joined - and we're offered to play as - Impa, 
Darunia, Midna and Fi. Everyone has different weapons, with the mission start screen 
offering us hints as to which would suit that particular level best. 

In addition, all fighters have access to secondary weapons. These help us progress 


through the map as well as being able to stun or exploit 
‘enemy weak points. All are Zelda mainstays: bombs, 
boomerangs, grappling hooks and bow and arrow, 

Mission events are completely scripted. Some depend 
‘on time, others pop up as our objectives change. But as a 
result, gameplay is deceivingly dynamic. Tension mounts. 
There's a pleasant strategic component in which fortresses 
we liberate - by taking out the fort boss - as it's up to us, 
and friendly units can defend themselves, up to a point, so 
we can decide to help out or not. 

Included is an Adventure mode, specific missions that 
has us trying to conquer squares on a map based on the 
NES Zelda title. Levels here are fast-paced as we have to 
take out certain enemies or keep to a certain time. But 
whatever mode, and whether you play solo or co-op, this 
title has a relatively compact concept, which, despite the 
simple structure, manages to keep us going. For Legend of 

Zelda fans, Hyrule Warriors is a real boon, as it 
offers a fresh and action-oriented approach for 
the series Hopefully Nintendo and Omega 
Force can continue this collaboration. 


WASTELAND 2 
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here's plenty of backstory to Wasteland 2. The RPG 
T original was released in 1988, and was followed later 
by Fallout and Fallout 2, before Bethesda bought up 
the rights and took the post-apocalyptic setting off in 
a slightly different direction. Cut to current day, and key people 
from the original set up and got funded a Kickstarter campaign 
to develop a direct sequel, and thus, Wasteland 2 was born. 

Following a very successful Kickstarter campaign, it's been 
out in Early Access via Steam on PC since last year, but now 
the final version is upon us, and we're able to see once and for 
all just how the classically-themed RPG measures up. 

For the most part our expectations have well and truly been 
met. It might not be a looker in the traditional sense, and some 
of the locations visited along the way can be a little on the 
sparse side, but overall there's a heartfelt level of detail woven 
into this RPG adventure, And what an adventure it is, with 
choice informing the content you'll see, meaning plenty of new 
experiences to be had in subsequent play-throughs. 

Players control a team of Desert Rangers, four to start, but 
with more NPG characters swelling the ranks as the story 
proceeds, Balancing a team is very important, and failing to do 
so from the very beginning can make for a brutally tough 
‘opening few hours, however, once the finer points have been 
grasped it becomes a lot more manageable. 

For the most part the action plays out in real-time, with 
player-controlled units moving around large areas, interacting 
with characters, completing quests, levelling up, and all of the 
other acitivities you'd expect from a game in the RPG genre. 

The real-time action makes way for turn-based combat when 
‘enemies are encountered. These adversaries range from raiders 
and creatures to huge hulking laser-firing robots. For the most 
part combat is straight forward, with each character having an 


allotted amount of action points to spend on 
movement and using their weapon (reloading, 
unjamming, reloading). There's cover that buffs 
defensive stats, but it's not the most dynamic 
part of the game, and after a while it's easy to 
slip into autopilot. 

Some of the level design is also a little 
unwieldly, with the player forced to traipse 
through large environments in order to 
complete trivial quests, but this is a minor issue 
in the grand scheme of things, and the route- 
finding is pretty decent, with characters usually 
able to sensibly find their way around the world 
without constant supervision and coaxing. 

Wasteland 2's finer elements are most 
manifest in the strength of the setting, in some 
of the character work, and in the sense of 
humour that veins throughout the whole game, 
From NPCs with daft names, to obscure 
references that will draw knowing smiles, a lot 
of effort has gone into pleasing the audience. 
The humour starts from the title screen and can 
be found in nearly every facet of the game, 

It's the depth of the world, the choices we're 
presented with, and humour with which the 
whole thing was delivered, that ultimately won 
us over. From time to time the pace drops 
away, but for the most part this is an enthralling 

and engaging role-playing game, 
and one we're glad we backed. It’s 
a tough nut to crack but worth the 
investment. 


THEATRHYTHM 
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here is constant disagreement 

between Final Fantasy fans 

as to which series entry was 

best, with arguments as to 
the cast of characters, world setting and 
‘combat mechanics continuing for years. 
There's a markedly different discussion 
about the franchise's music, however, 
Players may offer their personal choices 
but all agree on one very important 
point: the original soundtracks are quite 
simply, amazing. 

So, while a decision to develop an 
action-rhythm game built around these 
tracks was an odd one, it wasn’t a bad 
‘one either. Obviously the first game did 
well enough to warrant this sequel, that 
adheres closely to the template of the 
first. Track listings have grown, game 
modes have been expanded, but you're 
still tapping in time to iconic tracks with 
the game translating your successes or 
misses into on-screen activities based 
‘on the franchise's battle system. 

You pick a party of four, characters 
pulled from the whole franchise and 
more unlocked as you progress, and 
you take them into battle, Each fighter 
corresponds to a ‘lane’ on the screen, 
with buttons tapped on theirs making 
them strike (or if you miss, get hit). The 
team has one health bar between them, 
so screw up too much and the battle is 
cover before the song ends. But the main 
pull is the song's scoreboard, measuring 
how many perfect taps you've done, as 
you try and beat your last score. 

You either play solo fights, based on 
one track, or dig into the much more 
involving Quest Melody mode, a trek 
across maps of increasing size and 
complexity, with each fight randomising 
the music you need to play. The sell is 
you've only the one health bar for the 
duration, and have to rely on collected 
potions and unlocked buffs equipped to 
your cast to survive. It's as good as the 

first game, but as with that, 
you'll only really enjoy the 
experience when it’s the 
songs you know. 
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here have been voices from within the Planetary Annihilation community 
suggesting that the game isn’t ready for a full release, with concerns 
regarding stability and single-player modes that are tied to an always-on 
connection. 

The lack of offline play is troubling, and we hoped that this feature would be part 
of the final build. It's not, and so you're reliant on external servers, and you can't 
access single-player content unless you're online (something that didn’t go down well 
when SimCity released last year). The client is also a little unstable, with occasional 
crashes, and on some of the larger-scale matches the framerate drops to a craw, 
even with the graphics toned down; it doesn't feel fully optimised yet. 

However, when it's working, Planetary Annihilation is a wonderful sandbox of real- 
time strategic possibility. It offers a take on futuristic war that’s played out on an 
unprecedented scale, so much so it's almost dizzying in the breadth of its scope. 
Where other RTS games typically give you a square patch of land to squabble over, 
here you're battling across whole planets. 


Players control a commander, a robotic entity upon which all success hinges. Lose 


it and lose the match. Commanders build bases on planets, themselves orbiting stars 
in fully-formed solar systems. Huge armies roll into explosive battles, there's orbital 
strikes, nukes, and you can even smash moons into planets for devastating effect. 
The battles take place in real-time, and there's as much base-building here as 
fighting. It’s an arms race, and early game construction requires a streamlined 


approach to stay competitive in the mid to late-game, The 
‘Commander makes standard factories, these make 
fabricator units that go on to make more advanced 
factories, which in tur make better units. 

Frustratingly, Uber doesn't really tell the player any of 
this. There’s nothing in the way of a tutorial, except for a 
YouTube video that doesn’t explain much of anything. At 
least they linked to player-made videos, so the information 
is available, but they're over-relying on the community 
here. The game needs a playable tutorial, such is the level 
of depth and complexity. 

Once the basics have been grasped, there's strategical 
and tactical options aplenty. Units are split between bots, 
air, land and naval. There's a variety of planet types, and 
often battles take place between forces based in different 
parts of the system, which means aggressive expansion 
across multiple planets, with each Commander making a 
claim for the resources needed to expand further. It's 
unrelenting, and success rests on a robust economy. 

There's currently three modes. Online battles are 
between human players, usually on multiple planets, either 


KICKSTARTED 


Fans funded PA tothe tune of 
milion, The 
hit Early Access 
‘even appeared at retail despite 
boeing unfinished 


free-for-all or in teams, We didn’t have trouble getting games, 
although more could be done on explaining the different 
options, The skirmish mode is similar, The player can pick the 
battleground, the difficulty and so on, and go into battle against 
the Al whilst packing a decent range of tactical options. You 
can even create your own systems via the editor feature. 

Finally there's the Galactic War campaign, where players 
have a barebones spread of tactical options, and as they 
search new systems, tech is learned that dictates the armies 
that can be built. The campaign has a roguelike element with 
procedurally-generated galaxies, and Commanders have only 
‘one life which adds tension to each encounter, The only thing 
that's missing is a story-driven campaign, though perhaps we'd 
feel differently had the Galactic War come with a stronger 
narrative through-line to hold it together and give it more 
personality. 

Visually there's a lot going on, with an effective and simple 
aesthetic. As the planets are fully spherical, navigating the 
battlefield can be a challenge, but the control scheme is solid. 
It’s easy to work out what's happening when looking directly at 
the action, but from further away the units are replaced by 


icons, and distance can make it hard to read 
what's going on. 

There's a huge range of possibilities here, 
and in terms of strategy sandboxes, we can’t 
think of a similar title with more potential. And 
praise must also be lavished on the orchestral 
soundtrack, added as part of a Kickstarter 
stretch-goal, because it's magnificent and 
really layers in the atmosphere, 

However, despite undeniable positives, the 
comission of an offline mode and the missing 
tutorials are obvious problems that need to be 
rectified. Fans of Supreme Commander and 
Total Annihilation will feel at home. Newcomers 
will likely find it daunting. 

The scale and the ambition of the game is 
to be admired, and while we're impressed, our 

recommendation comes with a side- 
order of caution; it's a very good 
work-in-progress, but perhaps it’s 
not quite finished just yet. 


THE SIMS 4 


PC (chi SIMULATION 
SIMS STUDIO (1 4 SEPTEMBER 2014 


xpectation was that this was 
to be the ultimate version of 
the easy-going simulator. But 
despite some new additions 
the package feels too bare-bones at the 
moment, especially compared to its 
content-rich predecessor. 

The game's interface is both cleaner 
and more visually appealing. It's easy to 
build houses and decorate them, There 
is an almost non-existent learning curve 
that's great to see. 

The Sims can now multitask, which 
means that they can, for instance, have 
a conversation while using the treadmill 
at the gym. Interactions are also more 
lively than before. This may seem like a 
small change at first glance, but it really 
adds to the experience in a big way. 

‘The mood system is a good addition. 
The new interface allows the player to 
see how Sims are doing at any given 
moment, and what interaction options 
you have will depend on how you fee! in 
the situation at hand, and that will open 
new choices, activities and objectives. 
‘As a result, there's a lot of replay here. 

But there are more issues with the title 
than we're comfortable with. The single 
biggest problem is that the seamless 
environment that characterised The 
Sims 3 has been lost, and is instead 
replaced by a more divided world where 
loading screens attack you whenever 
you want to travel. 

The two (small) neighbourhoods that 
you can live in or visit fee! limited after 
two hours, Many professions that had 
previously existed are removed, The 
customisation possibilities for your Sim 
have been trimmed down dramatically. 

In all it feels very light in terms of 
content, though you know it will be the 
definitive version of the franchise by the 
time the thirtieth or so update rolls out 
and expansions start offering a better 
selection of items. 

For new players, this is a good entry 
point, but if you come straight from 

playing the third game, you 
are all too aware of what's 
lacking. As such, it's hard to 
recommend this as it is. 


top 


DEADLY PREMONITION 


This holds the Guinness World Record for being the most critically 
polarising survival horror title, a record creator Hidetaka “Swery65" 
Suehiro will be wearing like a badge. I's Ike Marmite, with some 
people loving the quirky sense of humour and Twin Peaks-style 
atmosphere, with others disliking, well, everything about it. 


A 
CATHERINE 


‘A curious puzzie-platformer spliced with adventure elements, players swing between scenes played out 
in a bar, interaction with their phone, and then take on a series of dream sequences based around 
climbing up a nightmarish puzzle tower where failure means never-ending sleep. It's a game about sex 
and relationships, and while some may argue that it flirts with sexism, there's nothing else like it. 
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SYSTEM SHOCK 2 


‘On the face of it, Yager Development's military shooter is a bit of a 
meathead, but scratch under the surface and you will find that 
something more thoughtful is going on. Set in a sandstorm-hit Dubai, 
the game follows Delta Force operatives while asking moralistic 


There's been talk of a sequel to Tim Schater's 
platformer, but nothing came of interest from 
Minecraft creator Notch. The original released 
back in 2006 on Xbox and PS2, but you can still 
get it on PC via Steam and GOG.com. 


‘A Sega Saturn exclusive release meant one of 
the best side-scrolling fighters never got it's due, 
and the surprise XBLA port doesn't get enough 

love either. Try it for deep 4-player fantasy co-op. 


Way ahead of its time, System Shook 2 was 
created by Ken Levine and co-developed by the 
now defunct Irrational Games and Looking Glass 
Studios. The game would go on to define a genre 
that stars Dishonored and BioShock. 


PERSONA 4: GOLDEN 


Persona 4's an oddity: it charts a year in the life 
of a school student and his friends, who just so 
happen to enter people's dreams at night to 
‘combat demons. Bizarre and beautiful. 


questions of the player in the midst of a hail of bullets. 


=_ 
ESCAPE FROM BUTCHER BAY 


! 


This Chronicle of Riddick’s escape from the prison slipped under the 


radar of many, but its well worth a look thanks to same excellent 


stealth mechanics and pulsating gunplay. A movie tie-in that’s better 


than its source material: rare indeed. 
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TOWERFALL: ASCENSION DEAD RISING 3 DEUS EX: HUMAN REVOLUTION it may be a cheat to include a title released 
soa (aPC NCO kas MNT 0 last year on PSS in our current ‘Best of Year’ 
Fast-paced four player local bat. Zomblo-mashing fun solo or wth fionds “The dalitve version of a modem classi list, but there are those who are only getting 
LAST OF US REMASTERED KILLER INSTINCT ELDER SCOLLS V: SKYRIM to experience the scifi horror on the new 
‘NEAERPNE SY oun wen cs serous HH generation of Sony machines, and we can 
Naughty Dog's hoor master in HO. Dgia-onty ghtr that's gute docert. Looks great on PC, even bator vith mods argue there hasn't been a better mainstream 


story-driven adventure yet in 2014, 
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Hearthstone 

(OS |MAG] PC BLZARD 
- Blizzard show how to do free-to-play right in 

is their card game that gifts enough in-game 

RAMBO: THE VIDEO GAME DUNGEON KEEPER currency for players to win without having to 
PC PS XBOX 360 EF fT ANDROID |10S resort to paying real money for booster 
The “Video Game" subtitle is likely a good one, The tarnished image of free-to-play could packs. As with the best card games, this is 
just in case the audience accidentally confuse hardly receive a more devastating blow than worryingly addictive and for the main, well 


it with some sort of instrument of torture. this depressing and greedy re-issue title. balanced. Well worth learning. 


ADVANCE WARS 


Lucid Games co-founder NICK DAVIES reveals why the Game Boy 
Advance RTS title never left his machine from day one. 


“In terms of good memories, the very first Advance Wars is my favourite game of all time. 

It looks so simple, cartoonish, childish and yet is the most fiendishly addictive game | think I've ever 
played in my life. Those little men looked so cute, | wanted to protect them all the time. | was working 
‘outside the games industry at the time, and I won a HMV voucher for £20 for being good at my job that 
day. | went to HMV and bought a Game Boy Advance, and the only game | could afford using this 
twenty quid voucher was Advance Wars, so I bought it - had no idea what it was. | took it home... 
could have glued that cartridge into my Game Boy Advance and it wouldn't have mattered, It stayed in 
there forever, never came out of the console again. | played the campaign over and over again. 
Because | was poor at the time, | just played it forever, 'm amazed the series hasn't come back at al. | 
tried the sequels, but they were a litle too complicated for me - not that | couldn't play them - but 
visually, you could look at a map in Advance Wars, knew what units you had and pretty much what you 
wanted to do. The later ones, they got muddied with different special powers, and special weapons. | 
enjoyed them al, but the first one was the best, There's a great game on iOS, the Great Big War Game, 
it's exactly the same sort of thing but it lacks that tiny magic touch that Advance Wars had.” 


PLAY IT 


Thanks to digital re-releases 
of reto titles on Wii U, you 
can now download the very 
first game in the sees for 
86,29 (or track down a 
second-hand GBA and copy 
ofthe game). 


GAMEREACTOR Q, 


HIGHLIGHTS 


|| (ales o1 a 


GAMEREACTOR Q @& une 


PREVIEWS 


| ‘ 


Wing 


Metal Gear Solid V: Ground Zeroes 


The Last of Us 
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NEWS REVIEWS’ ARTICLES PREVIEWS’ INTERVIEWS 


Stay in touch with gaming on the move. Download our newly-updated 
mobile App for your iOS or Android device, and get all the latest on the 
gaming industry straight to your phone. 


DOWNLOAD GAMEREACTOR'S 
AUGMENTED REALITY APP FROM. 
‘APP STORE OR GOOGLE PLAY 


ee GAMEREACTOR, C0. UK 


Gamereactor’s newly redesigned website has been tailored to get the info that’s important to 
you as easily as possible. Quickly too; our news network is updated hourly with the latest 
breaking developments across the industry. New announcements, fresh screens, the latest 
trailers, and the latest deals to get the best games cheaper: it’s all here. We've also got the latest 
hands-on impressions of the most interesting titles coming, and one-on-one interviews with their 
creators. Add to that our dedicated GRTV video channel with its daily live show, Gamereactor 
Live, and you'll see why we’re five million strong and growing. Come join us. 
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